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:KLOH�RQ�D�ZHOO�GHVHUYHG�KROLGD\�LQ�D�FRDVWDO�� WRXULVW�SODJXHG�VHWWOHPHQW�� WKH�:DUULRUV�KHDU�QHZV�RI�WKH�GHYDVWDWLRQ�RI�D�VPDOO�
WRZQ�RQO\�D�IHZ�KRXUV�ZDON�QRUWK��8SRQ�LQYHVWLJDWLRQ��WKH\�OHDUQ�WKDW�D�KXJH��GDUN�UHG��ZLQJHG�'DHPRQ�3ULQFH�KDG�GHFLPDWHG�WKH�
SHDFHIXO� IDUPLQJ� FRPPXQLW\� RI� 7RPDWRKRH� RYHUQLJKW�� ,W� ZDV� UXPRXUHG� WKDW� D� PLJKW\� VRUFHUHU� KDG� GLVFRYHUHG� WKH� PHDQV� WR�
VXPPRQ�DQG�SDUWO\�FRQWURO�WKH�VHUYDQWV�RI�.KRUQH��DQG�KDG�RUGHUHG�WKH�DWWDFN�RQ�WKH�WRZQ�DV�D�GHPRQVWUDWLRQ�RI�KLV�SRZHU��1RW�
RQO\�GLG�WKH�'DHPRQ�3ULQFH�GHPROLVK�WKH�WRZQ�DQG�NLOO�PDQ\�RI�LWV�LQKDELWDQWV��KH�NLGQDSSHG�D�\RXQJ�ZRPDQ�ZKR�KDSSHQHG�WR�EH�
WKH�GDXJKWHU�RI�WKH�.LQJ�RI�WKH�UHDOP��8SRQ�KHDULQJ�WKH�ODWWHU�QHZV��RQH�RI�WKH�:DUULRUV�IHHOV�D�VHQVH�RI�ULJKWHRXVQHVV�RYHUZKHOP�
KLP�DQG�KH�FRQYLQFHV�WKH�RWKHUV�WR�UHVFXH�WKH�ODG\�IURP�KHU�FHUWDLQ�GHDWK�QR�PDWWHU�ZKDW�WKH�FRVW��
:KLOH�JHWWLQJ�UHDG\�IRU�WKHLU�DGYHQWXUH��WKH�:DUULRUV�UHFHLYH�IXUWKHU�QHZV��7KH�NLGQDSSLQJ�RI�WKH�ZRPDQ�ZDV�SDUW�RI�DQ�HYLO�SORW�
RI� WKH� VRUFHUHU� WR� UHFUXLW� DQRWKHU� VHUYDQW� RI� .KRUQH� LQWR� KLV� UHWLQXH� D� %ORRGWKLUVWHU�� 7KH�.LQJ¶V� GDXJKWHU� ZDV� QHHGHG� DV� D�
VSHFLDO�VDFULILFH�WR�VXPPRQ�WKLV�ILHQG��7KH�:DUULRUV�UHDOLVH�WKH�LPSRUWDQFH�RI�VWRSSLQJ�WKH�ULWXDO�DV�IDVW�DV�SRVVLEOH� LI�D�'DHPRQ�
3ULQFH� FDQ� GHVWUR\� D� WRZQ� LQ� RQH� QLJKW�� ZKDW� PLJKW� D� %ORRGWKLUVWHU�� WKH� JUHDWHVW� DQG�PRVW� GHDGO\� RI� DOO� .KRUQH¶V� GDHPRQV��
DFFRPSOLVK"�7KH�:DUULRUV�VHW�RII�DW�RQFH�WR�VHDUFK�IRU�WKH�HYLO�VRUFHUHU¶V�ODLU�LQ�WKH�QRUWKHUQ�ZLOGHUQHVV��

63(&,$/�58/(6
To find the lair, the Warriors must trek through the wilderness, searching. Make one roll on the Hazard Table to see what befalls 
them on their search, interpreting unusable events as an uneventful search. At the end of their travels they find an entrance to a 
huge cave, with many large footprints made by someone or something hoofed. Following a hunch, the Warriors decide this must 
be the place, and enter. Treat the cave as a normal dungeon; 12 Dungeon Cards with the Objective Room randomly placed in the 
last 6. 

When the Objective Room is reached, place the Daemon Prince and the Master Chaos Dwarf Sorcerer, riding a Great Taurus, at 
the back of the room. The Daemon Prince can replace the Idol at the back of the room if you wish. The King’s daughter should be 
placed next to the sorcerer. Also, the Warriors find a horde of Bloodletters acting as guards for the sorcerer. Place 2D6 +5 
Bloodletter Guards as close as possible to the sorcerer. After the Taurus has flown to attack, the Bloodletters will always try to get 
as close as possible to the Sorcerer in their turn, before making any attacks. They cannot escape from pinning, however.

When all Monsters are dead, normal Objective Room Treasure and Gold rules apply, in addition to the Treasure Hoard of the 
Daemon Prince.

'DHPRQ�3ULQFH�RI�.KRUQH
:RXQGV 65
0RYH 6
:HDSRQ�6NLOO 7
%DOOLVWLF�6NLOO A
6WUHQJWK 6
7RXJKQHVV 5 (9)
$UPRXU 4
,QLWLDWLYH 8
$WWDFNV 6
'DPDJH 5D6
*ROG 4000

(1(0<¶6�:6 � � � � � � � � � ��
Daemon Prince of Khorne 2 2 2 3 3 3 4 4 4 4

'DHPRQ�3ULQFH�RI�.KRUQH
Daemonic -2; Daemonic Reward; Fly; Ignore Blows 5+; Ignore Pain 6; Terror 10; Treasure Hoard +1.

7UHDVXUH�+RDUG
This Daemon Prince has hidden a pile of loot away for his own use. Once he is vanquished, make one roll (1D6+1) on the 
following table to see what the party finds: 

����'XQJHRQ�5RRP�7UHDVXUH
Each Warrior receives one Dungeon Room Treasure Card.

��'XQJHRQ�5RRP�7UHDVXUH�DQG�*ROG
Each Warrior receives one Dungeon Room Treasure Card. Also, each Warrior may roll as many dice as he or she likes, adding up 
the score and multiplying by 10 to calculate the amount of gold found. However, if any of the dice score a 1 the Warrior finds no 
gold.

��/RWV RI�'XQJHRQ�5RRP�7UHDVXUH
Each Warrior finds 1D3 Dungeon Room Treasure Cards.

��2EMHFWLYH�5RRP�7UHDVXUH
Each Warrior finds an Objective Room Treasure Card.



0DVWHU
&KDRV�'ZDUI
6RUFHUHU

:RXQGV 26
0RYH 3
:HDSRQ�6NLOO 4
%DOOLVWLF�6NLOO 4+
6WUHQJWK 4
7RXJKQHVV 5 (8)
$UPRXU 3
,QLWLDWLYH 4
$WWDFNV 2
'DPDJH 2D6
*ROG 2190

(1(0<¶6�:6 � � � � � � � � � ��
Master Chaos Dwarf Sorcerer 2 3 3 4 4 4 4 4 5 5

0DVWHU�&KDRV�'ZDUI�6RUFHUHU
Chaos Dwarf Magic 3; Magic Armour; Magic Dispel 4+; Magic Item x 2; Magic Resistance 4+; Magic Weapon; Rides Great 
Taurus.

*UHDW�7DXUXV
:RXQGV 50
0RYH 6
:HDSRQ�6NLOO 6
%DOOLVWLF�6NLOO -
6WUHQJWK 6
7RXJKQHVV 6 (9)
$UPRXU 3
,QLWLDWLYH 7
$WWDFNV 4
'DPDJH 4D6
*ROG 2250

(1(0<¶6�:6 � � � � � � � � � ��
Great Taurus 2 2 3 3 3 4 4 4 4 4

*UHDW�7DXUXV
Breathe Fire; Fly; Terror 10.

%ORRGOHWWHU�
*XDUGV

:RXQGV 7
0RYH 4
:HDSRQ�6NLOO 5
%DOOLVWLF�6NLOO 2+
6WUHQJWK 4
7RXJKQHVV 3
$UPRXU -
,QLWLDWLYH 6
$WWDFNV 2
'DPDJH 2D6
*ROG 350

(1(0<¶6�:6 � � � � � � � � � ��
Bloodletter Guards 2 2 3 3 4 4 4 4 4 4

%ORRGOHWWHU�*XDUGV
Armed with Hellblade; Daemonic -1; Fear 5; Guards Master Chaos Dwarf Sorcerer.

+HOOEODGH
A Hellblade causes an extra 1D3 Wounds on the target, with no modifiers for Toughness or armour.

$IWHUPDWK
The Warriors must escort the lady back to a settlement, using the normal wilderness rules. Once there, a courier of the King 
congratulates them for their brave rescue, and provides them with 500 gold each as a reward.

This adventure is designed for a group of 4 Warriors.  


